Etherscapes: Massless, Elastic, Technology and Control by Turner, Rhys Stephen
 Sydney College of the Arts 
The University of Sydney 
 
 
 
MASTERS OF VISUAL ARTS 
2004 
RESEARCH PAPER / DISSERTATION 
 
 
Etherscapes:  Massless, Elastic, Technology and Control 
 
By 
Rhys Turner 
Electronic and Temporal Arts 
 
 
November 2004
  
 
This volume is presented as a record of the work undertaken for the Degree of 
Masters of Visual Arts at Sydney College of the Arts 
 
 
 
 
 
 
 
 
 
  
 
ii
Table of Contents 
 
 
Acknowledgments        iv 
List of Illustrations        v 
Summary         viii 
Introduction         1 
Chapter 1: Electronic and New Media Art and the Floating Image 
or the Evolution of the Image       5 
Chapter 2: Technology and Control: The Computer and the Screen  22 
Chapter 3: New Screen Narrative and Data visualisation   34 
Chapter 4: Etherscapes       47 
Conclusion         49 
Bibliography         52 
Appendix         54 
List of CDROM Material       56 
Catalogue of Work Presented for Examination    57 
 
iii
Acknowledgements 
Special thanks go to my family for their honesty and ongoing love and support, 
Josephine Starrs for her guidance and encouragement, colleagues, friends, 
participants whose feedback and response has been invaluable and finally anyone 
else who has been a part of this voyage.
 
iv
List of Illustrations 
 
Image Description        Page 
 
1.   ARS Electronica, Get In Touch, an exhibition focused on the  
man/machine interface.  Photograph: Pascal Maresch.  Image courtesy  
of ARS Electronica 2004 www.aec.at.     7 
2.   Shibuya, the Bit Strip, electronic saturation and intensity of the Image  
economy.  Photograph: Ryan McVay.  Image courtesy Getty Images  
2004 www.gettyimages.com.       7 
3. John Simons, Every Icon, 1999, Palm Pilot and self-contained hanging  
object.  Photograph:  www.numeral.com.      11 
4.   John Simons, Every Icon, screen shot 2004.     11 
5.   Counter Strike screen shot, conventional war and terrorist tactics.  Image  
courtesy of www.wired.com 2003.       14 
6.   Ann-Marie Schliner, Heat - Velvet Strike, 1999, Image courtesy 
 www.opensensory.net/velvet-strike.      14 
7.   Ann-Marie Schliner, Hostages by Military Fantasy - Velvet Strike, 1999,  
Image curtesy www.opensensory.net/velvet-strike.    14 
8.   Woody Vasulka, Time/Energy Objects, 1975, electronic image on scan  
processor b/w.  Image from Future Cinema ZKM MIT Press 2003.  18 
9.   Steina and Woody Vasulka, Noisefields, 1974, video, colour, sound,  
13mins, video still sequence.  Image from Future Cinema ZKM MIT  
Press 2003.         18 
10.   Steina and Woody Vasulkas, The Matrix, 1970 –1972, multi-monitor  
video-and-sound installation twelve video monitors, video disk, video  
disk player, b/w, sound. Image from Future Cinema ZKM MIT Press  
2003.          18 
11.  Steina and Woody Vasulka in their studio. Buffalo New York.   
Image from Future Cinema ZKM MIT Press 2003.    18 
12.   Arathusa from Toni Dove’s Artificial Changelings, 1993 – 98, Interactive 
Narrative.  Image courtesy of www.tonidove.com 2004.   27 
 
v
13.   Arathusa from Toni Dove’s Artificial Changelings, 1993 – 98, Interactive 
Narrative.  Image courtesy of www.tonidove.com 2004.   27 
14.    Human Computer Interface (HCI).  Photograph from www.manovich.net. 31 
15.   Vladislav Delay, Anima, 2001, EPA Records.    31 
16   United Game Artists Tetsuya Mizuguchi (Japan) Rez, 2002, part of  
Plaything.  Image Courtesy of dLux.      31 
17.   Unmovie screen shot.  Image from www.unmovie.com 2004.  35 
18.   Unmovie screen shot.  Image from www.unmovie.com 2004.  35 
19.   Unmovie exhibition at ZKM Germany.  Image Future Cinema ZKM MIT  
Press 2003.         35 
20.   Lev Manovich, Soft Cinema, 2002, exhibition at ZKM.  Image from  
Future Cinema ZKM  MIT Press 2004.     36 
21.   Lev Manovich, Soft Cinema 2002, screen shot.  Image from  
www.manovich.net.        36 
22.   Lev Manovich, Soft Cinema 2002 screen shot.  Image from  
www.manovich.net.        36 
23. Luc Courchesne, The Visitor: Living by Numbers, 2001, Panascope 360° 
http://www.din.umontreal.ca/courchesne/.     38 
24.  Luc Courchesne, The Visitor: Living by Numbers, 2001, Panascope 360° 
http://www.din.umontreal.ca/courchesne/.     38 
25.   Garry Hill, Tall Ships, 1992, 12 channel video installation, 
http://www.acmi.net.au/deepspace/intro2.html.    38 
26.   Rhys Turner, Synaesthesia 1, screenshot, sound based CDROM, 2003. 46 
27.   Rhys Turner, Video Stereo, Technics 1200 turntable, 1960s Stereo  
Cabinet, Pentium4 PC, Maya USB44 DSP, Pre Amp, Ms Pinky  
Interdimensional Wrecked System with Maxi-Patch MAX/MSP/Jitter  
patch exhibited at Phatspace Gallery.  Photo Jill Turner 2004.  46 
28.   Rhys Turner, Video Stereo, Technics 1200 turntable, 1960s Stereo  
Cabinet, Pentium4 PC, Maya USB44 DSP, Pre Amp, Ms Pinky  
Interdimensional Wrecked System with Maxi-Patch MAX/MSP/Jitter  
patch exhibited at Phatspace Gallery.  Photo Jill Turner 2004.  46 
29.   Rhys Turner, Tracer, PC/Mac, webcam, tracking and video database  
application, stereo cabinet, amplifier, 2004. Photo Rhys Turner.  46 
 
vi
Summary  
 
Abstract 
This thesis is an exploration into the ether of the digital aesthetic.  It attempts to 
capture a segment of the continually morphing space then deconstruct and analyse it 
through electronic and new media art.  Herein you will find a questioning of 
technology and control within electronic and new media art as an investigation into 
better understanding the current media image and visual culture that so powerfully 
influences the modern social construct.  By nature this argument has existed for some 
years but only now with advancements in technology and more affordable realisation 
of ideas by media artists, the topic of the digital aesthetic, technology and control has 
become relevant or popular debate.  As war lingers in our minds, terrorism hits 
headlines, and experiments in cloning human DNA take place, the technology that 
society demands can only necessarily be seen as a major contributing factor to 
today’s strange times.  However, strange or not, the questions I wish to discuss; Does 
technology determine contemporary society or do we determine technology?  Where 
does the control exist? 
 
Brief Description of Studio Work 
Etherscapes is a body of work exploring interactive media through new and emerging 
technologies.  It consists of three phases that are separate artworks.  The first, piece, 
“Synaesthesia 1” is a sound based CDROM utilising the keyboard as user input to 
trigger sound.  This piece was exhibited as a performance/installation in my studio in 
August 2003.  The second phase, “Video Stereo” is a 1200 Technics turntable in a 
modified 1960s stereo unit with a computer and analogue to digital vinyl system (or 
Interdimensional Wreaked System with Maxi-Patch) called “Ms Pinky.”∗  Playing on 
the vinyl are several micro narrative videos based around the urban environment, city 
lifestyle and perception using video and animation.  The piece allowed the audience 
                                                 
∗ Interdimentional Wreaked System or IWS is a term created by Ms Pinky for the hardware/software 
interface created for the MAX/MSP vinyl video and MP3 system.    It refers to the vinyl plater 
specially designed for the system that utilises a unique sound signature every 25th of a millisecond to 
pin point the needle’s location on the record.  This idea was initially created by Mr X who now works 
for the IBM Corporation and was further developed by the Ms Pinky team for use in the MAX/MSP 
environment.  MAX/MSP is a visual programming environment created by Cycling74 
(www.cycling74.com) for MIDI (Music Instrument Data Interface) development and experimentation.  
For more information visit www.mspinky.com. 
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to approach the turntable and literally ‘scratch’ the video.  The aim of this piece was 
to control and manipulate the sound and the visual Image with your hands and 
consider controlling the Image as non-linear narrative.  The third and last phase of 
my work, ‘Tracer’ involves a web cam that tracks audience movement and uses this as 
input to trigger digital video stored in a database.  The viewer’s position in the room 
determines what video is being played and their movement in the space creates an 
audio and visual narrative.  Each of these works focus on interactive media and non-
linear narrative where the audience can control the direction of the piece in a way 
creating the work while shifting power or decentralising the control. 
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